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1] Abstract-The classic adventure games-part of the earliest traditions of interactive narrative-have not disappeared, although they no longer occupy space on the shelves at the local computer store. Even as changing hardware and operating systems render these games of the 1980s and 1990s literally unplayable without emulating the computer systems of the past, fans are keeping these stories alive. Authorship of these games has changed hands: it is now under the control of the fans, the former and current players. Through the online sharing of fancreated game design tool sets and of the fancreated games themselves, these new coauthors create a haven to revisit these decadesold games using fresh eyes and fresh systems. The products of these folk art-reminiscent efforts also offer a venue to reconsider video game fandom in light of genres. They also allow us to understand these "personal games," productions of one or more people that are not intended for commercial sale, as carrying the heritage of the classic era forward into the next generation of gaming.
Introduction

Transformative Works and Cultures
http://journal.transformativeworks.org/index.php/twc/article/view/33/71 2/23 [1.1] In 1997, Espen Aarseth argued for the expanded study of adventure games-a computer game genre devoted to narrative experience-not as a bastardization of a literary form but as a literary form in itself: "The adventure game is an artistic genre of its own, a unique aesthetic field of possibilities, which must be judged on its own terms" (Aarseth 1997:107) . He noted the roots of the genre as perhaps more in folk art than in commercial art: the story of the first adventure game "is a paradigm of collaborative authorship on the Net: one person gets an idea, writes a program, releases it (with the source code); somewhere else another person picks it up, improves it, adds new ideas, and rereleases it " (1997:99) . This allows for the classification of this first adventure game, at least, as folk art created by authors building a narrative tradition through repurposing and expanding the text (1997:100). But even as Aarseth was writing, the origin of collaborative authorship had been superseded by commercial work-the dominant mindset was no longer open source. As the adventure game form diminished commercially, many decried it as dead, but King's Quest designer Roberta Williams responded to the charge: "If you go back and look at where adventure games were and where they went, you can see that the adventure game is still there, it's just a different/better (depending on your particular point of view) experience playing them. The adventure game 'as we know it' just keeps evolving. It's still evolving" (White 2006) . Today the commercial form of the adventure game little resembles the classic games of the era when Lucas Arts and Sierra were dominant, but the folk art tradition of the earlier form is also evolving separately in the hands of the fans.
[1.2] Just as the adventure game is being continually redefined and repurposed in the commercial arena, there are still authors continuing in this tradition of the game as folk art. These authors work in a manner that is collaborative and yet personal, in the tradition of adventure itself: they build games and tools, share those processes and their code, and expand upon the games and tools made within the community and outside in commercial projects. These authors are not merely continuing the tradition of the original games but are also adding their own ideas. individuals working within a collective to evolve this style of interactive narrative in their own images. Both the direct sequels and the reimaginings of classicera commercial adventure games as well as the original storytelling of the personal game author can be better understood through the light of fan studies, as these games celebrate a very particular heritage of form and narrative best understood as an evolving digital folk art. The tools and products of this movement both replicate and expand upon the forms of the classic games of the 1980s and 1990s, when the genre was one of the dominant forms. The digital tradition of collaborative authorship is being extended by the community of personal game makers, who are building upon a tradition of the adventure game as folk art and narrative expressionsome make deliberate references to other games and themes, and most adhere to or respond to the fundamental practices set down by the classic era.
Growing up in the classic era
[2.1] My generation was the first to grow up with video games as part of the stories that offered us a window into the transition to adulthood. The new form was immediately viewed with suspicion by those experienced enough to know better: we didn't know we were engaged in the formation of ourselves, we just thought we were shooting at demons. The shift to a world where it is possible to have the immersive experience of play in a fully realized interactive environment seemed to happen overnight, and the immediacy of the transition meant that those outside the virtual playground were not so ready to accept it into the cultural text as those born with the new toys. The battleground over gaming became a battle for identity. As an opportunity for the broadening of self, games did not begin in a promising fashion. movies" (Ryan 2006:182 its fictional world, because the thrill of being in a world, of acting in it and of controlling its history, makes up for the intellectual challenge, the subtlety of plot, and the complexity of characterization that the best of literature has to offer" (Ryan 2006:195) . Taking Ryan's concept further, the character and story do not need to be presented to the player because the player is holding several pieces of the puzzle. Adventure games are written to remove power from the author's hand.
If a kingdom is to have multiple fates, the interactive narrative needs the player to control those outcomes, and those outcomes don't need to be developed to a level of narrative complexity-the player's actions provide that element.
[ play" (Manos 2004 is still fan production, drawing upon the adventure game tradition and making specific reference to classics. It is furthermore designed to have a large appeal to fans of the original productions. Although it is not as obviously a work of fan production as the direct sequels I will examine more closely, it is characteristic of the folk art tradition of the personal game movement. None of these games can be considered separately from the classic heritage that guides the authors, the tools, and the community.
3. Revisiting the classic era Furthermore it is important to note that the creators of these games are often the players of other fans' titles: playing and creating these games is its own reward. In this, the fan authors have much in common with the modders of first person shooters, whose work similarly rarely provides them with financial rewards even though they create content: "The precarious status of modding as a form of unpaid labour is veiled by the perception of modding as a leisure activity, or simply as an extension of play. This draws attention to the fact that in the entertainment industries, the relationship between work and play is changing, leading, as it were, to a hybrid form of 'playbour'" (Kücklich 2005 ). There is a purity ascribed to noncommercial intent that is itself illusory but appealing: the mystique of the fan author driven only by passion allows a purity of purpose to stand against the accusations of copyright infringement and intellectual property theft. In reality, there is also the promise of recognition from a community, as games created in this way can aspire to win awards given out by the community itself or to be reviewed by one of the Web sites devoted to the adventure game genre. Studio, the aforementioned fan tool for modeling games in the style of the classics. He inputted the old environments and modeled anew the avatars and characters. Unlike the old version, which was constructed for the DOS operating system, this new version is playable on a range of computers and has in effect archived the Maniac Mansion experience for gamers present and future. While the Sierra fan coauthors faced legal consequences, LucasFan even earned an endorsement from the game's creator-if not from its copyright holders: "I think it's incredible," said Maniac Mansion cocreator David Fox.
Fan remakes
"When we first released these games, we figured people would be interested for two or three years, max. The fact people still care enough to put this kind of work into the games, it's amazing" (Ogles 2004) . David Fox can be credited with recognizing his own work as part of a tradition of folk art. He accepts and invites the extension of his creation: to him, the story of Maniac Mansion did not end when his creative team shut the final door and put it in a box to ship. attention, given the status of the Indiana Jones license as still profitable for Lucas Arts. Details are difficult to confirm because the involved parties were mostly silent on the matter. The LucasFan Web site notes only, "Recent events have forced us to shut down our web appearance. We would like to thank all our fans and supporters who believed in us and our dreams" (LucasFan n.d.). The accompanying image recalls their Maniac Mansion remake with a tombstone set outside the famed mansion itself. The game, however, lives on, and the remake can still be downloaded through new sources that preserve the work. LucasFan as the author is unnecessary for the game's survival now that it is in the hands of a larger community ( figure 5 ). reprise the role: "For one, doing voices is just plain fun, and I especially enjoy doing them for games. For another, I think that the VGA remake is a great tribute to the original KQ series. And, lastly, because I was extremely flattered that they asked me to participate" (Wells n.d.) . The remake is thus even more in sync with the original games with this audio connection through a voice that players of the sequels were already attached to. This gives legitimacy to the project it would otherwise lack: having the original voice of Sir Graham is a far cry from taking the best volunteer from the fan community itself.
[5.5] Tierra's next project was to take a dated prequel and utterly reshape its character. explains the driving motivations behind the team in terms of resurrecting the experience of the games they are so devoted to:
[6.5] The first is to bring the genre of adventure gaming back to its roots while giving it an overhaul of new elements such as the contemporary graphic format and more attention given to plot rather than random "pixel hunting"…[and] to create a community for our fellow adventure gamers where they can be given what they miss from the golden days and provide a space where they do not feel so isolated from the current trends of the gaming 7. Conclusion 
